researcher have realized that physical education teachers in elementary schools still make use of the conventional learning technique. For instance, the technique used in learning basketball remains the same as it still follows the usual standards and behaviour. However, this research study aims to develop a basketball learning model using the TGfU approach. This approach consists of development stage, validation test, small-scale test, large-scale trials, and an effectiveness test. Two basketball-expert validations were used in determining the TGfU approach namely: the experts of basketball and basketball lesson. Data obtained, were analysed using descriptive statistics. This technique displayed the model, the ball, and the warming-up strategies associated with the TGfU approach. Students were given Pre-test and post-test effectiveness test to determine their abilities before and after learning. In carrying out the effectiveness test, the researchers made use of the paired t-test method to analyse students' learning outcomes. The result of this research was a basketball learning model which made use of the TGfU approach in the form of a guidebook and a CD. The developed model can improve students' cognitive, affective and psychomotor learning outcomes.
I. INTRODUCTION
Physical education also known as gym class is a sequence of materials that makes an ideal contribution to our everyday life in an effort to increase the growth and development of students physically and spiritually. Owing to its great importance, physical education should be considered as one of the most important courses in the elementary schools [1] .
Physical education learning process consists of teaching methods, time, and learning materials. A learning model can be defined as the way or style used by teachers to convey their messages across to their students in the field and class. Thus, it is important to note that those who wish to develop basketball skills, learn how to do so using basketball materials [2] .
The basketball game is a sports game done in groups. A game is carried out between two teams of five players each, with each team competing to gain higher points by shooting the ball into their opponents' ring [3] . To achieve optimum performance, the individual players are requires to possess some technical and tactical skills, express high level of motor abilities, explosive power, speed, and agility.
One or two hands can be used to pass the ball from a player to another. However, adequate care should be taken when doing this to prevent the ball from falling into the hands of an opponent. Players sometimes recklessly pass the ball to their teammate without undertaking some tactics to trick their opponent. [4] .
Teachers are expected to select a suitable learning such as the TGfU approach to teach students the game of basketball. According to Chouirnard (2007), TGfU is designed to focus on the development of tactical decision making within the framework of the game [5] .
Based on the research findings made on elementary schools, it was gathered that physical education teachers did not make use of the approach model in teaching basketball games rather, they used the conducted conventional learning method. This made the act of learning the game of basketball ordinary using the general standards of behaviours. The absence of an attractive approach model made the game of basketball boring and unexciting to students [6] .
This study implies that using a tactical approach to teach students the game of basketball can develop their critical understanding and effective responses to the dynamics and complexity of the game [7] .
II. METHODS
This research study is a research and development study. This study developed a product used in the learning approach using fifth-grade students of elementary schools. According to Sugiyono (2015) , research and development is defined as a method or technique used to produce and test the effectiveness of a particular product. Therefore, this research study is aimed at developing a Teaching Game for Understanding (TGfU) approach in solving the various inconsistencies associated with passing a ball in the game of basketball. Fifth-grade students of Mojolaban Elementary School and Sinduadi Elementary School 1, Mlati Subdistrict, Sleman Regency were the data used in carrying out this research study.
III. RESULTS AND DISCUSSIONS

A. Developing the Design of the Approach in Learning
The activities undertaken by the researchers in the design and development of the TGfU approach include: (a) observation, (b) interviewing, (c) preparing a work plan, (d) determining product specifications, and (e) determining lesson plans. The work plan was developed and adapted with the development procedures in accordance with TGfU guidelines and the existing guidelines of the elementary school book. The work plan was structured by documenting the product information and by defining the various specifications associated with passing, catching, and shooting a ball in the game of basketball.
B. Product-Trial Results
The trial data used were obtained after a preliminary field studies covering literature studies and field studies was conducted. The development was made up of initial-product analysis and development. Literature studies were conducted by studying the theories related to the research developed, while field studies were conducted by observing the subject conditions.
Research on the initial-product development was carried out by formulating the learning objectives to be achieved, estimating the ability of the researchers in carrying out the research, performing development procedures, and conducting expert validations. After carrying out the development stages above, field trials were conducted.
The validated data obtained from the material experts and practitioners were the initial data used to view and revise the product prior to field trials. The data from the material expert's validation were obtained from the guidelines covering lesson plans, instruments, observation and interview guidelines. The validation was carried out in two stages. The first stage was carried out at the Sports Science Department, of Post-Graduate Programs, Yogyakarta State University (UNY) on December 29, 2017. The total sum of scores of the validation done by the material expert was 70. If it was performed twenty times, the average score would be obtained by dividing 70 by20 to get a mean value of 3.5.
C. The Data Description of the Practitioner's Validation
The use of TGfU approach to basketball learning, was developed and validated by Mr. Budi Aryanto, a basketball practitioner with the Sports Science Faculty of UNY. The data were obtained in three stages.
The first stage was conducted on December 29, 2017 in the workshop close to the academic service centre of Sports Science Faculty of UNY. In this stage, the practitioner was asked to provide an assessment in the form of responses to the TGfU approach used in learning the game of basketball as developed by the researchers. Their responses were majorly related to the weaknesses of the approach with recommendations for improvement.
The second stage was conducted on January 15, 2018 in the workshop adjacent the academic service centre of Sports Science Faculty of UNY. It was conducted after a product revision in accordance with the results of the first-stage. In the second stage, the validator gave an assessment on the evaluation sheet provided by the researchers. The evaluation sheet was described in accordance with the expert-evaluation indicators by the researcher.
The third stage was conducted on January 24, 2018 in a workshop close to the academic service centre of the Sports Science Faculty of UNY. It was conducted after a product revision was made in accordance with the second validation result. The validator gave an assessment on the evaluation sheet provided by the researchers. The evaluation sheet was described in accordance with the expert evaluation indicated by the researcher.
D. The Data Description of the Small-Scale Test
Data for the small scale field trial was obtained from fifthgrade students of Joho Elementary School 3. The technique used to obtain the data was carried out on January 4, 2018. The data obtained were in the form of evaluation with the assessment in accordance with TGfU approach.
1) TGfU Approach
Based on the small-scale test result obtained which resulted in the evaluation and assessment the techniques used in learning basketball and in accordance with the TGfU approach, the average scores of the three aspects features obtained were 8.04 (technical awareness), 8.05 (decision making), 9.01 (skill execution).
2) Basketball Game
The average scores of the six techniques used in the game of basketball were 8.04 (passing), 8.05 (catching), 8.01 (shooting), 8.04 (activeness), 8.05 (honesty), and 8.01 (discipline).
E. The Data Description of the Large-Scale Tests
Based on the obtained results of the small-scale field trial, the TGfU approach developed by the researchers was feasible to be tested into the large-scale test. The large-scale field trials involved the fifth-grade students from two elementary schools. The trials were conducted on January 13 and 15, 2018.
1) TGfU Approach
The average scores of the technical awareness, decision making, and skill execution were 8,229 8,225, and 8,241 respectively.
2) Basketball Game
The average scores of the six aspects of the basketball game 
F. Effectiveness test 1) Data-Normality Test (Lilliefors)
The normality test was used to find out if the data were normally distributed or not. Fortunately, the data used were normally distributed with a significance score of the pre-test being 0.196 > 0.05. Furthermore, the significance score of the post-test was 0.200 > 0.05 so that the data normally distributed. 2) The Data Description of Paired Sample t-test By conducting paired sample test, it was found that the difference between the pre-test and post-test was 2.3276 with an average pre-test score of 6.2888 and an average post-test of 8,6164. The data are described as follows:
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3) Effect size 
G. Product Revision
After the field trials, the learning model developed was revised in accordance with the field-trial analyses. This revision was done during the development process in order to develop a learning model in accordance with the objectives set by the researchers.
H. Material-Expert Validation
Expert validation was carried out twice with the first stage done on the 29 th day of December 2017. During this stage, some weakness were noted which was accompanied by a recommendation for improvement.
 4 answer-choices should be given in the assessment sheet.
 The basketball in the exercise should be tailored to meet the students' needs.
I. Practitioner Validation
 The pattern of the basketball game should be in-line with the Basketball Playbook 012 app.
 The shooting distance in outlined in the learning objectives should be more interesting for the students.
 The words inherent the learning materials should be more self-explanatory and understandable.
The third stage of validation process, was conducted on January 24, 2018. This stage, beams that the instruments should be revised based on the inputs from the practitioner. The draft of TGfU approach model can improve the confidence and cooperativeness of the fifth-grade students of elementary schools. Based on the results of the third-stage validation, the practitioner reassessed the product after which he approved and signed it off after the end of the third stage.
J. Final Product Review
The final product review of the basketball learning model with TGfU approach can be applied to the fifth-grade students of elementary school. This is used to improve their learning outcomes so that they can perform tremendously during physical education such as passing, catching, shooting. Asides that, it can also instil cooperation and honesty to the students. In this TGfU approach, the students were able to make use of cognitive, affective, and psychomotor skills in the game of basketball such as games, appreciation games, tactics awareness, decision making, skill execution, and performance. Students were still in need of guidance from the teachers to understand the rules associated with playing basketball with TGfU approach.
The learning steps associated with the game of basketball with TGfU approach consists of 6 steps: Game, Game Appreciation, Tactical Awareness, Decision Making, Execution Skill, and Performance. These steps are in line with the scientific method used to identify problems, hypotheses and conclusions.
The efficiency of using learning model with TGfU approach is seen from the time of use and the source of learning. In terms of time, this learning media allows students to play in accordance with the desired time. The developed learning model with TGfU approach can be used as an alternative learning to overcome the limitations of teachers in delivering the materials, giving knowledge about active movement so as to be able to apply the movement in the learning of basketball games.
The factors that affects the learning of the game of basketball using the TGfU approach are the learning environment that provides supports and opportunities for the students to perform active movements in the learning of basketball games. Cheerfulness, sincerity, cooperative opportunity, and honesty also provide a good learning environment for students.
K. Limitations of the Research
There are many shortcomings associated with mastering and learning the game of basketball such as movements among other things.
The study was limited to the learning of basketball games with respect to passing, catching, and shooting techniques. It was, however, unable to teach all skills associated with the game of basketball games
The study sample used was limited to the fifth-grade students of an elementary school. The existence of shortcomings or limitations of the research conducted by the researchers are expected to be used as a reference for further research.
IV. CONCLUSIONS
Based on the results of the research and data analysis obtained, the research conclusions are as follows:
a. The researchers made use of 2-1-2 and 2-2-1 gaming strategies to train the students' abilities on how to play basketball. The basketball learning made use of the TGfU approach which was adjusted to the 2013 curriculum. In the game of basketball, the researcher made use of the first three techniques to direct the students. In cognitive aspect, there were five defences and offences. In psychomotor aspect, the researchers observed and assessed the students' passing, catching, and shooting skills. In-line with the affective aspect, the researchers observed and assessed the students' honesty and discipline.
b. The effectiveness test results can be measured by paired sample using the t-test. The researchers also measured the influence of using TGfU approach to analysing the effect and improvement of the students' learning outcomes before Advances in Social Science, Education and Humanities Research, volume 278 and after the TGfU approach was utilized. It was also found that TGfU approach can improve students' learning outcomes and the learning of basketball games. This can be seen from the results obtained from analysing the small-scale test, largescale test, and effectiveness test.
